AGB-AOTE-USA 


INSTRUGTION BOOKLE1 


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to 
avoid problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries 
may make popping sounds. 

To avoid battery leakage: 


e 
e 
e 
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Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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Seal of Quality 


CONTENT RATED BY 
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THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
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Introduction 


Polly has won tickets to the special opening day of the newest 
and best water park around—Super Splash Island™! You are 
invited to come along and splash your way. through this ultimate 
water wonderland! Join Polly and her five best friends as they 
jet off for a day of fun, fashion, and surprises at Super Splash 
Island™! Slide through six wet and wacky rides like the Bumper 
Boats and Tube Trouble. Soak your friends in Water Blaster, and 
when you collect enough tickets, experience five exciting levels 
of the most thrilling ride of all—The Giant Water Slide! Collect 
power-ups throughout the game to help Polly move faster, jump 
higher, or even earn bonus ride time! Earn bonus tickets from 
the prize balloons and collect the Polly Flower in each activity 
to unlock hidden dressing rooms full of fashion surprises! 


Challenge one of your friends to earn more tickets for 
multiplayer fun, where you can choose to play as Polly 
or one of her five best friends. 
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Getting Started 


Be sure the Game Boy® Advance POWER switch is OFF. Insert Polly Pocket!™ Game 
Pak into the Game Boy® Advance system. Turn the POWER switch ON. When the Polly 
Pocket!™ Super Splash Island™ title screen appears, press START; this will take you to 
the Main Menu. 


Game Boy® Advance Controls 


A Button 
Menus: Confirm your choice. 
z SSS Bumper Boats: Bump other boats. 
+Control Pad : enmay Tube Trouble: Jump into tube. 
Use to move around in 
re highligh ¥\ Water Blaster: Launch balloon. 
e games or highlight ? a 4 . : 
a River Crossing: Jump. 
ption. / ‘ a é : . : 
River Rapids: Score extra ramp points. 


B Button 

Menus: Cancel your choice or move 
back to the previous screen. 

Bumper Boats: Use power-up. 

Water Blaster: Switch balloon. 


Press to access the Pause 
Menu while playing a game. 


SELECT 


Press at Start screen to view the credits. 
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Main Menu 
Choose One-Player or Two-Player Fun 


How to Start in One-Player Mode 

At the Main Menu screen, choose the “New 
Game” option to begin a new game and hang 
out with Polly at the water park. 


How to Start in Two-Player Mode 
At the Main Menu screen, choose the “2 Players” option to begin a new game. 
See more details below. 


Continue a Javed Game 

To continue a game you have already saved, choose 
the “Continue” option on the Main Menu screen. 
Enter the 8-digit password you were given at the 
end of the last activity you played. Use the +Control 
Pad Up or Down to move through the letters, then 
press the A Button when you see the letter you want. 
Pressing the A Button will select the letter and 
automatically move you to the next space. 
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To change a letter, use the +Control Pad Left or Right to move over the letter you would 
like to change, then use the +Control Pad Up or Down to change the letter. The pass- 
word will round down your score to the nearest 1,000 points. If you forget your pass- 
word, you can find it saved for you at the Info Booth. See page 8. 


Choose a Friend for Two-Player Fun 


Q™eOY® © © 


Polly Lila™ Shani™ Rick Todd™ 


Choose from Polly and five of her best friends! Pick a friend that Player 1 wants to be, 
and then choose a friend for Player 2 to be. It is up to you who will be Player 1 and 
Player 2, but remember that Player 1 always goes first! 


Use the +Control Pad Left or Right to scroll through the friends. When you see the friend 
you would like, press the A Button to make your selection. 


When you have selected both friends, press the A Button to start a new game. 
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Choose a New Game 

Use the +Control Pad Left or Right to walk Polly 

around the water park entrance—there are six 

fun rides to choose from, plus the Giant Water 

Slide and the Info Booth where you can find 

out more information on the rides. As Polly 

walks past the entrance to a ride, the name 

of the ride will show on thescreen. When y 

she arrives at a ride you want fo go on, and oon Dy 
; ‘ Dec UR / ®—Achoose 

the name is showing on the screen, press the > 

A Button to choose it. 


Remember, you need to earn lots of tickets before you can go on the Giant Water Slide! 
When Polly is standing at the Giant Water Slide, press the A Button and the water park 
attendant will let you know how many tickets you need to enter the ride. If you don’t 
have enough, you might have to come back later! 


Choose a Level of Difficulty 

There are three levels of difficulty to choose from at the beginning of each ride: Easy, 
Medium and Hard. Simply use the +Control Pad Up or Down until the option you would 
like is highlighted on the screen. Then press the A Button to make the selection. 
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On the Easy level you can earn up to around 

300 tickets, on the Medium level you can earn 
up to around 500, and on the Hard level you 

can earn up to around 800 tickets! The Ticket 

Counter stops at 999 tickets. 
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Pause Menu 
Pressing START at any time during a game will bring you to the Pause Menu. Use the 


+Control Pad Up or Down to highlight one of the two choices listed below. Then press 
the A Button to make the selection: 


Play: Continue your ride. 
Exit: Return to the park entrance where you can select a new ride. 


If you exit a ride before finishing it, you will not keep any tickets you earned in that ride. 


NO NO NO NON 
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Play Again? 

When a ride is over, you will be asked if you want to play again. Using the +Control 
Pad Left or Right , highlight either “Yes” or “No.” Then press the A Button to make the 
selection. If you choose “Yes,” the ride will start over. If you choose “No,” you will be 
taken back to the park entrance where you can choose another activity. 


Info Booth 


At the Info Booth, you can find out all you 

need to know about the rides at the water 

park! When Polly is standing in front of the 

Info Booth, press the A Button to enter it. 

You will see a list of all the fun rides at the 

Super Splash Island™ water park. Use the 

+Control Pad Up or Down to select the ride 

you want to find out about, then press the A 

Button to make your selection. Press the A 

Button to move to the next page and read more. Use the B Button to back 
out of any page or to leave the Info Booth and get back to the water park. 
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Water Park Entrance 


At the entrance to the water park, you will 
see all the rides you can choose from along 
the sides of the path. To select a ride, walk 
Polly up to it and press the A Button when 
you see the name displayed on the screen. 


The ticket counter at the top left of the screen 
at the water park entrance will show you how 
many tickets you have collected in total. 


Remember, you need 2,000 tickets to open the 
first level of the Giant Water Slide. 
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Water Park Rides 
Tube Trouble 


+Control Pad Left or Right: Run left or right. 
+Control Pad Up: Jump and hang. 
A Button: Jump into a tube. 


Pop the balloons to earn tickets before the 
timer runs out. Jump into one of the crazy 
tubes—it'll connect you to one of the same 
color tubes on another floor. 


The colors change every few seconds, so keep an eye on where the tube will take you! 


Balloons float up from the lowest level at different speeds, so you'll need to be quick to 
catch them. Run Polly into a balloon to pop it. Watch out for waterspouts that'll stop you 
from moving forward and waves that'll knock you down! If you see a wave coming, 
press the A Button and jump up to grab the ropes until it passes. 


. Free Time Power-up: Double Bonus Power-up: 
Adds time to the clock. Star balloons are worth double 
tickets for 5 seconds. 
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Bumper Boats 


+Control Pad Left or Right: Steer the 
bumper boat. 

A Button: Bump other boats. 

B Button: Use power-up. 


Bump the other boats onto the shore to win 
tickets. The faster you’re moving, the harder 
you will bump the other boats. Be careful not 
fo get stuck on shore yourself! Use the +Control Pad Left or Right to move the bumper 
boat around the lake. When you want to bump one of your friends, press the A Button 
for an extra boost. The small arrows on the screen will show you where your friendsare. 

Keep an eye out for the power-ups—if you see one, steer your boat into it to pick it up. 
To use the power-up, press the B Button. If you knock one bumper boat into another and 
it gets bumped onto the shore, you can score extra points. Each combo is worth at least 
10 points per person you bank! 


Super Jump Power-up: Super Bump Power-up: 
& Hop up and splash down » Bump your friends twice as hard. 
to bump away the boats 
nearest to you. 
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+Control Pad Left or Right: Run left or right. 
A Button: Jump. 


Try to get to the other side of the river as 
quickly as you can by jumping on the logs, 
islands, and turtles. 


The quicker you cross to each of the islands, 

the more balloons you will find. The first 

balloon will start to float away after 15 

seconds and the rest will follow after another 
3 seconds, so be quick! You can jump onto the moving logs and green turtles—use the 
+Control Pad Left or Right to get in place, then press the A Button to jump. 


Watch out for the red turtles; they are shy and will sink below the water right after you 
step on them. 


Free Time Power-up: Double Bonus Power-up: 
Adds time to the clock. Star balloons are worth 


double tickets for 5 seconds. 
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River Rapids 


+Control Pad Left or Right or Up or 
Down: Paddle left, right, up, or down the river. 


A Button: Press quickly when jumping a 
ramp to soar through the air longer and 
earn extra tickets. 


Ride the rapids and collect balloons to earn 
tickets. The faster you reach the end of the 
river, the more bonus tickets you earn. 


Each of the three lanes in the river moves at a different speed, getting faster from left to 
right! Use the +Control Pad Left or Right to move Polly from one lane to another, and the 
+Control Pad Up or Down to move up and down the river. 


Watch out for rocks, whirlpools, or other rafters—bumping into them will cause you to 
lose tickets and go out of control. 
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Each ramp will earn you a minimum of 10 tickets, and if you press the A Button while 
you are in the air, you can earn bonus points! If you can pick up the Star balloon, you 
can earn double points for 5 seconds! 


Adds time to the clock. Star balloons are worth 


A) Free Time Power-up: Double Bonus Power-up: 
double tickets for 5 seconds. 


Water Blaster 


+Control Pad: Move the target left, right, 
up, or down the pool. 

A Button: Launch the water balloon. 

B Button: Switch water balloons. 


Try to soak your friends by launching 
water balloons at them! 
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Before you launch a water balloon, make sure it matches the color of the inflatable ring 
your friend is floating in. Check the color of the water balloon in your water balloon 
launcher. If you want to change the color, press the B Button. You will see the colored 
water balloons lined up at the bottom of the screen. 


Use the +Control Pad Left or Right to move the launcher target to the right place. When 
you are lined up with the friend you want to soak, press the A Button to release the 
water balloon. 


If you get your friend with the wrong color, he or she will duck out of the way and you 
won't win any tickets. 


If you see a Star balloon appear, try to hit it with your water balloon. This will win you 
double tickets for 5 seconds! 


Free Time Power-up: Double Bonus Power-up: 
Adds time to the clock. Star balloons are worth 
double tickets for 5 seconds. 
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Jet Boats 


+Control Pad Left or Right: Steer your 
Jet Boat around the track. 
B Button: Jump. 


Be the first to finish the Jet Boat race. The 
quicker you finish, the more tickets you'll win. 


Compete with your friends to see who can 

win the Jet Boat race. Use the +Control Pad 

Left or Right to steer the Jet Boat around the 

track. Press the A Button to make your Jet Boat 
go faster, but be careful going round the corners. On each of the tracks, watch out for 
ramps to jump—they will earn you bonus points and make you go really fast! 


Use power-ups you collect to get an edge on your friends—the power-ups will help you 
go faster than ever! 


=> Speed Boost Power-up: Power Burst Power-up: 
x Jet through the water 2 times so Blast though the water 4 times 


faster for 2 seconds. faster for 1 second. 
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The Giant Water Slide 


+Control Pad Left or Right: Move from 
left to right. 


Collect as many special flowers as you can 
while you rush round the Giant Water Slide 
to get the Giant High Score and open other 
levels of the ride. There are five levels to open! 


You can only ride the waterslide when you 
have collected 2,000 tickets. If you forget the 
number, the helper at the Giant Water Slide 
entrance will tell you how many tickets you need to ride. The ride is full of special 
flowers that earn you points. for your high score. Use the +Control Pad Left or Right to 
move Polly around the sides of the slide as she soars down the ride. 


There are five levels to open, so you need to keep earning more tickets. Here’s how 
many tickets you need: 

Open Level 1 = 2,000 tickets Open Level 4 = 10,000 tickets 
Open Level 2 = 4,000 tickets Open Level 5 = 15,000 tickets 
Open Level 3 = 7,000 tickets 
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At the end of the ride, you will see the number of points you scored and the Giant High 
Score. Can you get the best score ever? 


If you score over 750 points, you will unlock an extra outfit in each of the Hidden 
Dressing Rooms. Remember to collect the Polly Flower to open the dressing rooms. 


Bonus Flower 
Each level contains a special Bonus Flower. Collecting the Bonus 
Flower will open the special bonus feature, where you can score up 
to 300 extra points. Watch the color highlight as it spins around the 
bonus meter. Press the A Button when the highest score is highlighted. 
You will get rewarded with tickets equaling the number the bonus 
meter stops on. 


Star balloons are worth double 
tickets for 5 seconds. 


Spin all the way around 


the tube. 


360 Spin Power-up: 4 Double Bonus Power-up: 
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The Flower Timer 
The Flower Timer tells you how much time you have left to enjoy your ride 
and earn tickets. As the time ticks by, the petals of the flower will disappear. 
When there are none left, the ride is over. Each ride in Single Player mode 
has a limit of 2 minutes. 


The Ticket Counter 
"TO The Ticket Counter shows you how many tickets you have earned during a 


ride. You can see the number of tickets increase as you collect balloons and 
score points. The Ticket Counter on the screen at the water park entrance 
shows you how many tickets you have earned in total—remember, you need 
2,000 tickets to open the Giant Water Slide. 


You can also see how many tickets you have collected so far on the screen at 


the end of each ride. 
The Polly Flower 


In each ride, there is the Polly Flower to find and collect. When you spot 

the Polly Flower, run Polly or her vehicle over it to pick it up. The Polly Flower 
will open the Hidden Dressing Room containing new outfits for that activity. 
See the next page. 
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The Hidden Dressing Rooms 


+Control Pad Left or Right: Switch outfits. 
A Button: Go to the Difficulty Selection Screen. 
B Button: Go to the Park Map. 


Hidden in each ride is a special Polly Flower. 

When you pick it up, a hidden dressing room 

will be unlocked, containing outfits that Polly 

can wear on that ride. When a dressing room 

has been unlocked, you will be told at 

the end of the activity and see the Polly Flower 
next to the ride on the park map. To go to the open Hidden Dressing Room, just enter 
the ride as usual and you will go directly to it. 


To look at the different outfits, press the A Button. When you see Polly wearing the outfit 
you like best, press the A Button to make your selection. To leave the Hidden Dressing 
Room and go back to the water park entrance, press the B Button. 
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Customer Support 


Have questions? Want to talk to us? Contact us by phone, fax, mail or Internet: 


Customer Service 

Phone: Toll-free (866) 719-2894 (U.S. and Canada only) 
(310) 649-8005 (Outside U.S. and Canada) 

Fax: (310) 258-0744 


Technical Support 

Phone: (866) 428-5675 toll-free (U.S. and Canada only), 
(310) 649-8015 (Outside U.S. and Canada) 
Monday-Friday, 8 a.m. - 4:45 p.m. Pacific Time 
Automated support available 24 hours a day, 
7 days a week 

Fax: (310) 258-0755 


Mail: Vivendi Universal Games 
4247 South Minnewawa Ave., Fresno, CA 93725 


Internet: http://support.vugames.com 


CYS 4 47% 47 4._ 4 tee 


Credits 


Published by Vivendi Universal Games 


Producer 
Jacqui Bracey 


Senior Producer 
Beny Levy 


Creative Director 
Ben Badgett 


Director of Development 
Cathy Siegel 


Brand Manager 
Melanie Bullock 


Associate Brand Manager 
Ginger Martinez 


Marketing Coordinator 
Jacqueline Lay 


Director of Marketing 
Beckie Holmes 


Quality Assurance 


Project Lead 
William Guerrero 


Quality Assurance Testers 
Cameron Austin 

Matt Jensen 

Ben Hines 

Don Carroll 

Fausto Lorenzano 

Kevin Jackson 

Vincent Delupio 


QA Configuration Lab 
Jason Perry 

Mark Jihanian 

Rob Gardner 

Afolabi Akibola 


Quality Assurance 
Brand Manager 
Wladia Summers 


Quality Assurance Director 
Stuart Hay 


Manual Design 
Lauren Azeltine 


Special Thanks 
Kathy Bucklin 

Tom Zehnder 

Rich Seitz 

Irene Lane 

Faye Schwartz 
Cathy Johnson 

Joe Skelley 

Pamela Blanford 
Leslie House 


© Fe Melina teen fe OY eo SY & GY & fF) 


Mattel, Inc. Girly Division 


Senior Manager 
Patricia Masai 


Manager, Development 
Janice Newton 


Origin Products, Ltd. 


Chris Taylor, Director 
Kevin Barry-Gillon 


Director, Licensing and 


Development 
Jeff Goodwin 


Senior Vice President, 
Production 
Amy Boylan 


Developed by Digital Illusions Canada 


Project Director 
Armando “Aj” Marini 
Fredrik Liliegren 


Game Design 
Armando “Aj” Marini 
Mark Maia 


Lead Programmer 
Damir Slogar 


Programmers 
Mike Kasprzak 
Eddy Douridas 
Nicole Holland 


Lead Artist 
Ron Davey 


Mattel Special Thanks 
Jim Balthaser 

Grant Creeger 

Lucy Chapman 

Stephanie Cota 

Annalisa Agoston 

Sharlene Wang 

Lou Esposito 

Cathy A. Takemura 

Nicole Berkowitz 


Artists 

Mark Maia 
Wendy Young 
Nick White 
Jeff Edwards 


Sound and Music 
David Kerr 


rvs ZY 4y¥Ya CY CY 4YVN__ 4) 
LIMITED WARRANTY 


This software program, any printed materials, any on-line or electronic documentation (the “Program”) are the 
copyrighted work of Vivendi Universal Games, Inc., or its licensors. All use of the Program is governed by the 


® terms of the End’User License Agreement which is provided below (“License”). The Program is solely for use by 


end users according to the terms of the License Agreement. Any use, reproduction or redistribution of the 
Program not in accordance with the terms of the License Agreement is expressly prohibited, 


END USER LICENSE AGREEMENT 

1. Limited Use License. Vivendi Universal Games, Inc. (“VUG") hereby grants, and by utilizing the Program 
you thereby accept, a limited, nonexclusive license and right to use one (1) copy of the Program for your use 
on a Nintendo Game Boy® Advance game system. 


Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and 
all copies thereof (including but not limited to any titles, computer code, themes, objects, characters, charac- 
ter names, stories, text, dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical 
compositions, audiovisual effects, methods of operation, moral rights, any related documentation, and 
“applets” incorporated into the Program) are owned by VUG or its licensors. The Program is protected by 
the copyright laws of the United States, international copyright treaties and conventions and other laws. All 
rights are reserved. The Program may contain certain licensed materials, and VUG's licensors may act to pro- 
tect their rights in the event of any violation of this Agreement. 


Responsibilities of End User. 

A. Subject to the Limited Use License as set forth above, you may not, in whole or in part, copy, photocopy, 
reproduce, translate, reverse engineer, derive source code from, modify, disassemble, decompile, or create 
derivative works based on the Program, or remove any proprietary notices or labels on the Program without 
the prior consent, in writing, of VUG. 
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B. You are entitled to use the Program for your own use, but you are'not entitled to: sell? grant a security ifter- 
est in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or license the 
Program to others without the prior written consent of VUG; or exploit the Program or any of its parts for any 
commercial purpose. 


Program Transfer. You may permanently transfer all of your rights under this License, provided the 
recipient agrees to the terms of this License. 


Termination. This License is effective until terminated. You may terminate the License at any time by 
destroying the Program. VUG may, at its discretion, terminate this License in the event that you fail to com- 
ply with the terms and conditions contained herein. In such event, you must immediately destroy the Program. 


Limited Warranty. VUG EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM AND 
MANUAL(S). THE PROGRAM AND MANUAL(S) ARE PROVIDED “AS IS” WITHOUT WARRANTY OF ANY 
KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF 
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NONINFRINGEMENT. ANY WARRANTY 
AGAINST INFRINGEMENT THAT MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMER- 
CIAL CODE AND/OR IN ANY OTHER COMPARABLE STATE STATUTE IS EXPRESSLY DISCLAIMED. The entire 
risk arising out of use or performance of the Program remains with You, however VUG warrants the Game 
Pak(s), on which the Program is furnished, to be free from defects in materials and workmanship, under 
normal use, for a period of ninety (90) days from the date of delivery. VUG’s sole liability in the event of a 
defective Game Pak shall be to give You a replacement Game Pak. Some states do not allow the exclusion 
or limitation of incidental or consequential damages, or allow limitations on how long an implied warranty 
lasts, so theabove limitations may not apply. 


7. Limitation of Liability. NEITHER VUG, ITS PARENT, SUBSIDIARIES, AFFILIATES NOR LICENSORS SHALL 
BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE 
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PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER 
FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some 
states do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on 
how long an implied warranty lasts, so the above limitations may not apply to you. 


Equitable Remedies. You hereby agree that VUG would be irreparably damaged if the terms of this 
License were not specifically enforced, and therefore you agree that VUG shall be entitled, without bond, 
other security, or proof of damages, to appropriate equitable remedies with respect to breaches of this 
License, in addition to such other remedies as VUG may otherwise have available to it under applicable laws. 
In the event any litigation is brought by either party in connection with this License Agreement, the prevail- 
ing party in such litigation shall be entitled to recover from the other party all the costs, attorneys’ fees and 
other expenses incurred by such prevailing party in the litigation. 


Miscellaneous. This License shall be deemed to have been made and executed in the State of California, 


and any dispute arising hereunder shall be resolved in accordance with the law of the State of California. 
This License may be amended only by an instrument in writing executed by both parties. This License consti- 
tutes and contains the entire agreement between the parties with respect to the subject matter hereof and 
supersedes any. prior oral or written agreements. 


Mail: Vivendi Universal Games 
attn: Warranty Processing 
4247 S. Minnewawa Ave., Fresno, CA 93725 
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Scores 


Ride through eight locations in a race 
Barbie™ Horse Adventures™ to the finish line - even jump obstacles! 
Blue Ribbon Race Actual screenshot may vary t 


Vivendi Universal Games, 4247 S. Minnewawa, Fresno, CA 93725 
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